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CAN GET YOUR HANDS ON 
TWICE THE ACTION, TWICE 
THE POWER, TWICE THE 
EGM! NOW, EVERY TWO 
WEEKS, EGM AND EGM* 
COMBINE TO GIVE YOU 
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i HOTTEST NEW GAMES 
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FEEDBACK. ..6 

U.S. box covers not as 
exciting as Japanese 
covers? Check out our 
response inside! 




SNES HI-TECH.. .8 

Project Reality is hitting 
home in the fall of ‘95. 
Plus, MK It, blood, and 
Super NES? It’s true! 





FUTURE PLAY.. .16 

You want sports with 
some zaniness? Take a 
peek at Wild ‘N’ Wacky 
Sports. All of your Tiny 
Toons friends are here! 
Also, the putty ones are 
back in C2: Judgment 
Clay. Check out these 
games, plus many more! 


SNM TRICKS ...10 

The secrets are 
revealed for Super 
Metroid and other 
games in this issue! 
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GAME OVER.. .51 

Take a last look at the 
intense game Art of 
Fighting. It’s now or 
never game fans! 




ULTRA PLAY.. .24-29 

Super Street Fighter II comes barreling 
at you in this Issue as we feature six 
action-packed pages of strategy on this 
mega-hit! 

ULTRA PLAY.. .30-35 

We rolled out all of the punches, plus 
some huge maps to help you in Pocky & 
Rocky 2. Six in-depth pages explore in 
detail the latest game from Natsume. 



SUPER PREVIEWS... 36-49 

Summer is in full swing and so is the 
lineup for your Super NES! Fatal Fury 
Special, Mortal Kombat II, King of the 
Monsters 2, Saturday Night Slam 
Masters, Breath of Fire, and The Ren & 
Stimpy Show are ready to roll! 
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S-NES PREVIEWS • STRATEGIES • MAPS • TRICKS 
FUTURE PLAY • SUPER FILES • ULTRA PLAY • HI-TECH 



EXCLUSIVELY DESIGNED FOR 
SUPER NES PLAYERS!!! 


Now there is a magazine made exclusively for owners of the 
hottest, most powerful Nintendo video game system ever made 
the Super NES! Here is a magazine with all of the latest ; - 
information, unbiased multi-person game reviews and 
spectacular maps and tips, so incredible that only the edi- |H| 
tors of Electronic Gaming Monthly could put it all together! 

Turn to the Super NES Buyer's Guide for the first and best 
info on the SNES and its games! In each bi-monthly issue, 

you will find pages and pages packed . . . T 

with the most detailed full-color cover- ^ 

age on everything for your favorite 16- ^ 

Bit machine! With an exclusive focus kg] \ % 

on the best and worst the Super NES jBl ■ Ajk 

has to offer, this Buyer's Guide is the fcHgfeSf i&iU—5, ^ 
one magazine you can trust to get the 
most out of your Super NES System! 


Buyer's Guide wifi you find the 
first coverage on the newest 


Contra 3: The Alien Wars and 
T.M.N.T, 4. Don't miss out on 


INCREDIBLE INTRODUCTORY OFFER!! DON’T MISS OUT ON.. 

• Detailed reviews of the latest games by three tell-it-like-it-is reviewers! 


any of the action! Subscribe to 
the Super NES Buyer's Guide 


Exclusive previews of new games from both America and Japan! 

Tips, tricks and strategies, complete with maps, that will let you score 







higher immediately! 
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GIVE ME THE SUPER NES BUYER'S GUIDE! 

Please start my subscription to the Super NES Buyer's Guide, so I 
can be up to date on the latest games and 16-Bit tips! 
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CITY_ STATE_IIP_ 

PAYMENT ENCLOSED_ BILL ME_ 

CREDIT CARD ORDERS:_VISA-MC 
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Please include $19.95 for your subscription and mail to: 

Super NES Buyer's Guide, PO Box 1733, Lombard, IL 60148-8733 

For faster service call: 7®S-2fe8“249S 

Make check or money order payable to Sendai Publishing Group, !nc + Canada and Mexico add $10*00, All other foreign subscrip¬ 
tions are $49.95. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (Arneri 
can Express money order, Citibank money order, or any other type of check or money order that would go through a U.S. branch 
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that cool artwork from Japan 






to th 






is is the sec 

complaints, gripes, questions, rumors, 
editor likes your letter enough he may ev 
in the mag! Send all letters to; Feedback: 

Editor, Sendai Publications, 1920 Highland Ave., 

Lombard, IL 60148. Due to the high volume of Jett 
we are sorry that individual letters will not be answered. Keep 
sending in those fetters, cause we love to get 'em. 


ART OF BOXES: 

Most Super Nintendo game covers 
are either bad or worse than the same 
cover for the game in Japan. For 
example, take Street Fighter II for the 
Super NES. The Super NFS’ cover is 
a dark, simply drawn picture of Blanka 
doing his rolling attack while the 
Super Famieom’s cover is an awe¬ 
some, bright picture of all eight char¬ 
acters worth framing! The same is 
true for Turbo Street Fighter II, 

Ranma 1/2: Hard Battle, Mario World, 
and many more! Also, in December’s 
issue of Nintendo Power, the poster 
was a totally awesome picture of 
Mega Man X. I was positive they 

would use 
that for the 
cover. I was 
wrong. The 
cover was 
horrible! 

Mega Man 
was wearing 
the same 
armor, but 
what’s with 
the nose?! It 
looks like the 
fairy in 

The box art for Ranma 1/2: Hard Battle in 
Japan (above) and in the U.S. (below)... 


."-a 


Gibson Yen 
Silver Spring, MD 


...and the box art for Super Castlevania IV 
in Japan (above) and in the U.S. (below). 


(Ed. This is something we’ve wrestled 
with as well. There are some awe¬ 
some box art covers that come out of 
Japan that blow ours away, but on 
very rare occasions, the U. S. box art 
covers are in fact better than those 
from Japan. Take some of the 
Konami releases like Contra III and 
Castlevania IV (the latter pictured 
above). The domestic box art was 
beautiful, whereas the imported art 
wasn’t up to snuff. But in general, our 
box art isn’t nearly as interesting as 
the stuff that comes out of Japan. In 
terms of influencing a game pur¬ 
chase, can you imagine judging a 
game like Brawl Brothers, or even 
Street Fighter II Turbo solely by their 
box covers?) 


coming to 

because this game real 
impressive! I know it’s av< 
the Super Famicom but I would hate 
to shell out 90-some bucks for a video 
game! Can you please find out what 
happened to this game and why it 
hasn’t been released? 

Michael Baumert 
Van Nuys, CA 


R-Type III: The Third Lightning is out 
in Japan, but a U.S. release is uncertain. 

(Ed. Bad news, Michael, R-Type III: 
The Third Lightning has no plans at 
present for a U. S. release. The com¬ 
pany that did the game, irem, has 
apparently gone under, and the game 
needs a company to release it 
domestically. The 16-Meg shooter 
was released not too long ago in 
Japan, and at present the only way to 
get it is by importing—and that means 
a high price tag. Unfortunately, that 
also means other Irem games in 
development, like a possible home 
version of the excellent arcade shoot¬ 
er In The Hunt, will never see the light 
of day. A home version of the side¬ 
scrolling arcade fighter, Undercover 
Cops, is also up in the air. And that 
also goes for possible sequels to 
Super NES games—like maybe one 
for lovable Rocky Rodent.) 
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FIGHTER'S HISTORY: 


I love the Street Fighter series, 
Mortal Kombat, and all the other fight¬ 
ing games that have come out includ¬ 
ing the ones for Neo*Geo. I am writ¬ 
ing to you guys because I have a 
burning question about Capcom’s 
lawsuit against Data East regarding 
Fighter’s History. With all the fighting 
games out there, I really feel that FH 
is being singled out. I have played 
almost every fighting game you can 
name and FH is not any more similar 
to SF II than any other fighting game 
is. If Capcom claims that FH “cap¬ 
tured the total concept and feel” of SF 
II, shouldn’t FH, for the sake of argu¬ 
ment, be as good as SF II? So far, 

I’ve read other magazines (including 
yours) and the reviewers don’t think 
so, or are you all biased against FH 
because of the lawsuit? I’ve also 
noticed that the magazines are featur¬ 
ing similarities between the two 
games more than the numerous dif¬ 
ferences. How about featuring other 
games which have similarities with SF 
II? So how about it? Are you guys 
willing to address both sides of this 
issue? 

Jorge M. Aquino 
San Francisco, CA 



Is Ryoko’s Spinning Head Slam too much 
like Zangief’s Spinning Plie Driver? 

(Ed. You bring up a good point Jorge. 
If Capcom does claim that Fighter’s 
History “captured the total concept 
and feel” of SF II, shouldn’t it be as 
good as SF II? As they say, imitation 
is the sheerest form of flattery, but 
the folks at Capcom seem to think 
otherwise. Yes, it does seem strange 
that Fighter’s History has been “sin¬ 
gled out” by Capcom: Ryo Sakazaki 
in Art of Fighting 2 has more of a 
resemblance to Ken in SF II 



(physically as well as move-wise) 
than Ray in FH does to Ken. Genan 
Shiranui in Samurai Shodown has a 
claw-like weapon similar to SF ll’s 
Vega, and doesn’t Fei Long have a 
strong resemblance to K. Dragon 
from the World Heroes games? The 
same goes for Brocken and M. Bison, 
In terms of differences between FH 
and SF II, nobody seems to mention 
the former’s “weak spot” feature, but 
everybody seems to overlook the 
"super move” feature on Super Street 
Fighter it Turbo—something done 
earlier in the arcades on Fatal Fury 2 
and at home with TMNT: Tournament 
Fighters. You could probably write a 
book on similarities between fighting 
game characters (kickboxers Joe 
Higashi from Fatal Fury and Shura 
from World Heroes 2). 

THE PLOT THICKENS... 

Mortal Kombat—you played the first 
one in the arcades. You’ve loved it. 
You’ve bought it for the home sys¬ 
tems. You were disappointed. Yes, 
it’s true, we were gypped out of one of 
the greatest games in history due to 
sloppy programming and senseless 
censoring. Our Super Nintendos were 
loaded with a pathetic cart while our 
wallets were minus $60. 

And now Mortal Kombat II is on the 
way. Are we in for a treat? Hardly—it 
will be put out by the same program¬ 
mers and the same restrictions. What 
must Midway be thinking? They saw 
how butchered MK ended up, and 
they’re handing MK II to the same 
people. 

Fans, I know a lot of you were as 
disappointed as I was with the first 
MK, so it is to you I speak. We are the 
consumers. We put hot meals on 
Nintendo’s tables. We foot their bills, 
and we sign their paychecks. Isn’t it 
odd that the very people we keep in 
business are the same people that 
ignore what we want? 

So let’s just refuse to buy this 
cheesy cart unless they decide to give 
us what we want. So how about it, 
fight fans? Are you with me? I sin¬ 
cerely hope so, for the sake of being 
ignored by the blue suits working at 
Nintendo Central. 

Steve Ericson 
Holden, MA 


Great news for fans of MK II—an 
uncensored version for the Super NES! 

(Ed. Don’t start that boycott yet, 

Steve . According to sources, Acclaim 
will include everything in the upcom¬ 
ing home version of Mortal Kombat 
II — blood, babalities, everything and 
for the Super NES system! However, 
the box for the game will have a rating 
on it (much like games for the Sega 
systems). So far, no real word on how 
they will enforce such a ratings sys¬ 
tem. Well have to find out this fall 
when the game is released. For more 
on this game, check out the pages in 
this issue.) 

LETHAL ENFORCERS II: 

I just rented Lethal Enforcers for the 
Super Nintendo Entertainment 
System. It has intense graphics, and I 
was wondering if there would ever be 
a Lethal Enforcers II. 

Facundo Gabriel Cast 
Kenilworth, NJ 



Lethal Enforcers II: Gunfighters will 
be coming to the Super NES. 

(Ed. Yes, Lethal Enforcers II: 
Gunfighters will be coming to the 
Super NES, and it will be 16-Meg. 
This one takes place in the Old West, 
1873, where you play as a sheriff. It 
also offers more weapons than the 
previous installment.) 
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NINTENDO'S 64-BIT PROJECT REALITY SYSTEM DUE 
FALL OF '95 AND THEIR NEW RATINGS SYSTEM! 


THE 64-BIT PROJECT REALITY! 

On June 9, Nintendo of America, 
Inc. announced Alias Research, Inc. 
(in Toronto, Canada) will create 
graphic development tools for 
Nintendo’s upcoming 64-Bit home 
video game system, Project Reality. 
The system should be released In 
both the U.S. and Japan in the fall of 
1995. The hardware system will be 
developed by Silicon Graphics, Inc. 
(SGI). The two companies preparing 
the hardware and tools are responsi¬ 
ble for the visual effects in such 
motion pictures as 72: Judgment Day 
and Jurassic Park —with the help of 
Industrial Light and Magic. Alias will 
also develop the system’s tools for 
third-party licenses. 

At the Summer Consumer 
Electronics Show, Nintendo will intro¬ 
duce three games. One will be for the 
Project Reality system, the other two 
for the 16-Bit Super Nintendo. Both of 
the games for the 16-Bit system will 
use Alias and SGI technology and will 
serve as a type of preview of what’s 
to come for the larger platform. 

The game for the Project Reality 



The popular Super NES title StarFox will be 
released before the end of the year. 



system will be Killer Instinct, and will 
be the first to utilize the hardware of 
the 64-Bit system. 

One of the games 
utilizing the SGI and 
Alias technology, 
the name of which 
hasn’t been 
revealed, will be 
available to con¬ 
sumers in 

November. The only 
thing Nintendo 
would say about it is 
that it is an 
actio n/adventu re 
game and doesn’t 
feature Mario. 

The other 16-Bit title was described 


Stunt Race FX is another unique 
16-Bit Super Nintendo release. 


as somewhat of a racing game, but 
Nintendo could offer no further 
description. In terms of licensees, as 

of right now there is 
no licensing pro¬ 
gram for Project 
Reality. However, 
there will be some 
announcements 
made at the show 
regarding the devel¬ 
opment of such a 
program. 

Before the end of 
the year, the Project 
Reality games 
should appear in 

the arcades to be followed by home 
version releases. 


THE RATINGS GAME: 

Yes, gamers, Mortal Kombat II will 
have blood and fatalities just like the 
arcade version. But on the Super 
Nintendo system? 

“Everything they 
[Acclaim] told you 
was accurate,” 

Nintendo 

Chairman Howard 
Lincoln said of the home 
version of MK II contain¬ 
ing blood. “This has 
been an interesting 
experience. We certainly 
expect that the indepen¬ 
dent rating system will 
be up and running 
sometime this year— 
whether or not it will be up in time for 
MK II is hard to say.” 


“We recognize that once you have a 
ratings system like the one being pro¬ 
posed, our existing guidelines are 
going to have to be modified,” Lincoln 

said. “Otherwise, 
we would be in 
the situation 
where we spend 
hundreds of thou¬ 
sands of dollars 
along with many 
other companies in the 
industry to help develop 
this ratings system and 
the licensee gets his 
game rated. Then he 
comes to Nintendo, and 
we say, ‘Although we 
support the ratings sys¬ 
tem, our guidelines say we can’t do it.’ 
We can’t have that kind of scenario. 
That would be a disaster.” 


“l think the message got through to us loud 
and clear and we have to ultimately listen to 
the people who play our products.” 

—Howard Lincoln , 
Chairman of Nintendo 
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BECOME A VIDEO GAME V.I.P. 

& GET 12 ISSUES OF EGM & Q-LETTER! 

Get 12 issues of EGM plus Cheat Sheet for the special reduced price of $28.95! 
Send payment to: EGM, P.0, Box 7524, Red Oak, IA 51591-0524 


Name_ 

Address_ 

City_ 

State_ ZIP 

_Payment Enclosed 

Credit Card Orders: 

_VISA _M 

Card No._ 

Exp. Date_ 

Signature _ 


For Faster Service, Call Toll’Free 


Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All foreign subscriptions via 
atr mail only $100.00, Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. 
(American Express money order. Citibank money order, or any other type of check or money order that would go through a U.S. 
branch bank.) All foreign orders must be prepaid. Please allow 6-8 weeks for your first issue. _ 
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Game Genie Codes: 

If you have a Game Genie, try these codes: 
Start with Hyper Gun in inventory: 

62C5-14A6 

No energy is lost when hit: 

C225-3005 


Skip the intro and start at Zebes: 

DD38-C4A8 

Select area push right on Map Screen} 

DDCF-4461 + 6DCC-47A1 

No energy lost from Super Jumps: 

C22A-456D 


Almost infinite Missiles in stock: 

C228-C5A7 

Almost infinite Super Missiles: 

C28A-C9D7 

Almost infinite Super Bombs: 

3CA4-450D 


Fight the last Boss and 
quickly make your escape. 


Roll into a ball and go down 
this section to the room. 


Shoot the far right wall and As the planet explodes, 
make the creatures leave. watch them depart. 


Hidden Areas and AH Items: 

In Super Metroid there are several 
hidden areas that are not shown ini¬ 
tially when you pause the game. 


SUPER METROID 

By Nintendo 

There are also many items you need 
to find along the way—several of 
them are hidden away in the stages. 
Below is a complete map of all the 


stages, and what items 
are to be found in the 
different sections. 


CRITERIA: 

2 Energy Tanks 
8 Missiles 

1 Power Bomb 
t Super Missile 

BRINSTAR: 
Charge Beam 
Morphing Ball 
Spazer 
Varia Suit 
X-ray Scope 
5 Energy Tanks 
12 Missiles 
5 Power Bombs 
1 Reserve Tank 

3 Super Missiles 

WRECKED SHIP: 
Gravity Suit 
1 Energy Tank 
3 Missiles 

1 Reserve Tank 

2 Super Missile 


area before the door. Shoot the door 
open and pass through the first 
room. When you enter the second 


room, shoot the far right wall and 
shoo them out. As the planet 
explodes, their ship leaves! 


NORFAIR: 
Grappling Beam 
High Jump Boots 
Ice Beam 
Screw Attack 
Speed Booster 
Wave Beam 
4 Energy Tanks 
15 Missiles 
3 Power Bombs 
1 Reserve Tank 
1 Super Missile 


Rescue your friends at the end: 

As you escape (before you go out¬ 
side to the ship) roll down into the 


MARIDIA: 
Plasma Beam 
Space Jump 
Spring Ball 
2 Energy Tanks 
8 Missiles 
1 Power Bomb 

1 Reserve Tank 

2 Super Missiles 
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By Jaieco 


Super Damaging Moves: 

You can perform damag¬ 
ing moves to enemies 
when you are holding 
them without being in 
Angry Mode! All the moves 


shown below are done as 
if facing right. 

Norton and Al: 
Grab the enemy from 
behind and do the follow¬ 
ing motion on the control 


pad: BACK, DOWN- 
BACK, DOWN, DOWN- 
FORWARD, FORWARD 
and then press Y. 

Prokop, Echo, Fiynn: 
Grab the enemy from the 


front and press the follow¬ 
ing on the pad: BACK, 
DOWN-BACK, DOWN, 
DOWN-FORWARD, FOR¬ 
WARD and then press the 
Y Button. 



Al has a Pile Driver that takes 
his enemy off the screen. 


Echo throws her enemy far 
across the screen. 


Flynn’s super move is a 
jumping Air Slam! 


Prokop slams his enemy 
down with incredible force. 


Level Select: 

Turn the game on and 
go into the Options at the 
Title Screen. While in the 


ALADDIN 

By Capcom 

Option Mode, press the SELECT, X, Y, A, B. You 

following quickly on con- should hear a sound. Then 

troller two: Left button, on the Main Menu, you 
Right button, START, should see a number. This 


is the level select. Hold 
down L and R and use the 
control pad to select the 
stage you want to enter. 



Go into the Options Menu at 
the game’s Title Screen. 


Enter the code at this screen 
quickly on controller two. 


Now pick the level you want. 
It is listed below the title. 


Go right to the final stage 
and fight the last Boss! 




THE DEACE KEEPERS 

By Jaieco 


Another Character 

To find another hidden 
character, (yet you can’t 
play as this one) clear the 
first two screens of ene¬ 
mies. Then on the 


second screen, exit the 
area by going left back to 
the first screen. Walk 
over to the left and you 
will see Slash! However, 
you can’t play as him. 




Beat the enemies and exit 
this screen to the left. 


Remember this fighter from 
Brawl Brothers? 



THE NINJA WARRIORS 

ByTaito 


Stage Select: 

At the Title Screen do 
the following: hold down 
buttons X and Y and 
press the following: 

A, A, A, A, B, B, B, B, A, 


B, A, B, A, B, A, B. At the 
Stage Select Screen 
enter the code again and 
you will be able to select 
a particular area you 
want to go to! 



S FfiGE 




Do the trick and you have 
a Stage Select. 


Do the trick again and you 
can pick any area. 
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TREK: THE NEXT GENERATION 

By Spectrum Holobyte 


Passwords: 

Here are all the pass¬ 
words for the game; 
deliver medical supplies: 
BGTTBTBV; derelict ship: 
CGTTBTBB; rescue 


COMPUTERS 


miners: DKJTTBTBB; 
more info on IFD: DJT- 
TBTBV; seek Radny at 
bar: JFTTBTBB; rescue 
crewmen on disabled ship; 
JDTTBTBV; more info on 


IFD: KDTTBTBB; visit min¬ 
ers: KFTTBTBV; go to 
IFD: KDTTBTBB; after get¬ 
ting 1st Shard in battle: 
MGTTLTBB; test at Veren- 
itor Beta V: NKTTLTBB; 


test at Verenitor Alpha I: 
PSTTBTBB; return to IFD: 
PSTTLTBV; see the end¬ 
ing: TFTTLTBV. 

Chuck Frey 
Balto, MD 


COHPU'f LH 


COMP 


(W) 




\ V_- 


U3S E HTERPI? I 
SCIEHCE3 
S t Q p r L F f T 
CULTURES 

S TflRBASfl S IH THE 

PMfiSUORD SVSIIM 


1701-0 


SEr TOR 




L.j=r£ UUTL.LJ, jJ-LLWP 




CUREEHT PflS5WOEf) 

PASSWORD 


♦\ 


Go to the computer section 
on the ship. 


In the computer section, go 
to the Password System. 


Find your Current Password, 
or enter one of the above. 


Enter the last password and 
see the end of the game. 


SUNSET RIDERS 

By Konami 

Same Gunslinger: Continue Screen, press 

Start a one-player START on the second 

game, and play through controller. Now select the 
until you get killed. At the same person as player 1. 


$OiI SfiBOOIt SO 

lup 2 up 


CAME < iVEIl 


n r; w; r 


• u 


At the Continue Screen, 
do the trick. 


Press START on controller 
one—the same gunslinger! 


By Sony 

Last Stage and 30 Lives: and enter the password 
At the Title Screen, shown below. Press Start 
move to the Password again. Mitchell Bernai 
Option and press Start Chatsworth, CA 


Put in this password and 
you will get 30 lives. 


> I <1 Mart 

^oii our I H_ Y(iii 

lust f i a ll t un, - 


Now you have enough 
to finish the game! 




By JVC 


Several Tricks: 

All these tricks are done 
at the Selection/Title 
Screen. Press the follow¬ 
ing buttons when the 
screen appears: 


i I li ml *" 1 


m 


I -HI «■* M M* 


1 / P I II I LI V L 


LP *'i fi U uMM I- mVTi 1 t 

1 , * 111 U i liuf ii Ml ► f Mm * A ’ | **■ 

i [ ► e h s t'i.' m y Hinrt""" 


Enter the codes at this Start 
Game/Option Screen. 


Skip to the final battle: 

A, X, B, A, Y, X, B, A, A, X, B, B, Y, X. 

Unlimited Thermal Bombs: 
A, X, B, X, X, A, Y. 

99 Lives: 

X, Y, B, B, X, A, Y, Y, B, A, X, Y. 



Don’t use the Force—use the 
99 lives trick instead! 


Unlimited Thermal Bombs , 
Start with All Jedi Powers: 

A, B, Y, X, A, B, Y, X, A, B, 
A, B, Y, X, X, Y, A, B, Y, X. 

Debug Screen: 

A, B, Y, X, A, B, Y, X, A, B, 



A, B, Y, X, X, Y, A, B, Y, X. 

If you do these tricks 
correctly, Darth Vader 
should say “impressive.” 

Frank Fleming 
Andover, NJ 


jiff 


Cl 


J 3 tSm n siaaza 


c> 


K 


Don’t wait until Yoda appears Enemies aren’t a problem with 
to get the powers of the Force. unlimited bombs in stock! 
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At this screen, go to the 
Password Option. 


Enter any of the following 
passwords listed above. 


Go right to the Deep Tropics Several enemies will confront 
by using a password. you in the later levels. 


X-KALIBER 2097 

By Activision 

Round Select: LEFT, DOWN, DOWN, 

At the Title Screen DOWN. Go to New Game 

press RIGHT, RIGHT, and press Y. There 
LEFT, LEFT, UP, DOWN, should be a level select. 


At this screen, enter the code 
and go to a new game. 


You should then be able 
to select any stage. 




FATAL FURY 

By Takara 


Higher Skill Level: 

At the TAKARA logo do 
the following while the 
music plays: B, A, X, Y, 


Enter the code at this screen 
before the music stops. 


then press UP, LEFT, 
DOWN, RIGHT on the 
pad, then press the top L 
and R buttons. 


At the Option Screen you can 
now go to Game Level 8! 


By Capcom 


Two Tricks: 

99 Lives 

Start a one-player game 
and when you are defeat¬ 
ed press START on the 
second controller (you 


must have only one credit 
left) on the Continue 
Screen, Then press 
START on controller 1 
before the timer runs out. 
Pick the second player on 


the second controller and 
press B. 

Same Player 
At the start, when the 
Capcom logo fades, enter 
the following code on 


controller one: DOWN, R 
button, UP, L button, Y, B, 
X, A before the logo fades 
completely. The screen 
will flash red. Now play the 
same character. 


Do the 99 Lives trick and 
finish the game! 


Enter the code at the Capcom 
logo and the screen is blue! 


Pick the same character 
at this screen. 


Now you can both play 
as the same character. 


Super NES Buyer's G 


Passwords: 

Having trouble with the 
sequel to Joe & Mac? 

Here are the passwords 
for Joe & Mac 2-Lost in the 
T ropics: 


JOE & MAC 2 

By Data East 


1st Stone: 

RJNKBQKTTHQHJGCB 
2nd Stone: 

HDMF GRHN KGTK CPBB 
3rd Stone: 

GRJN KBTHJLJRHLCB 


4th Stone: 

RJNK BRGK TJDH JCDB 
5th Stone: 

BMFG RJMB BQLK DSCB 
6th Stone: 

CGRG NJGS KDBD GHDB 


7th Stone: 

PFGT JPFD QFML FLDB 
Both Have Kids: 
RKGP TNFB LDML FRFB 
Christopher Bilden 
Morrison, CO 


PhSSWuR; 


BCDFGHJKLflN 


PQRSTUWXY7? 


EXIT 














































By American Sammy 


Free Credits: 

At the Title Screen hold 
down SELECT and press 
START. At the Option 
Screen, hold down the L 
button, and while holding 


it press the following: Up 
and X simultaneously, 
LEFT and Y simultane¬ 
ously, DOWN and B 
simultaneously, RIGHT 
and A simultaneously. 


^ T t 


ici 

L'NTrn rf»1feHr-Nl ihc, 

OU. niGHT^ 

I. r> IVV NtN rffNfrO 


F« are. 

MJ, ftTCWTO 

fsv nr«Trm 


Level Select: 

Turn the game on and at 
the ATLUS logo, hold 
DOWN, B, Y, SELECT 


By Atlus 

and the R button on con- on the Trademark Screen, 
trailer one. If it worked cor- Then, when you go to the 
rectly, you should see the Game Start Screen, there 
phrase “Secret Menu On!!” should be an option for 


Secret. Go into that option 
and you can select any 
stage in the game. Go 
right to the last stage. 


SUPER TURRICAN 

i 

By Seika 


Invincibility: 

To become invincible, 
do the following: start a 
game, pause it, then 
press the following: 
LEFT, LEFT, LEFT, 


RIGHT, RIGHT, RIGHT, 
LEFT, LEFT, LEFT. Then 
unpause the game. Now 
you will be invincible to all 
your enemies. Blow 
through the game! 


Start the game, pause it 
and then do the code. 


Unpause the game and 
you are invincible! 


At the Title Screen, hold 
SELECT and press START. 


Now you can have unlimited 
credits named “Free.” 


ART OP FIGHTING 

By Takara 

Computer Takes Over: X, LEFT, Y, DOWN, B, 


Start the game in Story 
Mode and pause it by 
pressing the SELECT 
button. While paused, 
enter the following: UP, 


RIGHT, A, LEFT, RIGHT 
button. Then unpause the 
game. Your fighter will 
now be controlled by the 
computer! 


EQUINOX 

By Sony 


Invincibility: 

At the game’s Title 
Screen, press the follow¬ 
ing buttons in the listed 
order on controller 1: 

L, L, R, R, L, L, L, R, R, 


R, L, L, R, R, L, R. 

The Title Screen should 
turn from blue to green, 
meaning that the trick 
worked. You will not lose 
any life or magic. 


Pause the game by pressing 
SELECT. Enter the code. 


If it worked correctly, it should 
say “Secret Menu On!!” 


Now there is a new option 
called “Secret” here! 


Now you can select your 
stage in this menu. 


Unpause the game and the 
computer takes over! 


Enter the code at this screen 
when you start the game. 


If the box turns from blue to 
green, the trick worked! 



t K 1 T 1 


.otHtLt HOK l l 1.1 

i t r ! v ro. * s 

i ii. 


II ns . 


St CKt i r 1 

i r-tif nr* : i 


l 1 I'l F*SI V t- 1 

in i n 11 ni?o 



Do the code at this screen 
when the logo appears. 
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MEGA REVIEWS • COMING ATTRACTIONS • MEGA TRICKS 

INTERNATIONAL • MEGA STRATEGIES 

FROM THE EDITORS OF ELECTRONIC GAMING MONTHLY.... 


ADDRESS 


THE #1 ALL-SEGA VIDEO GAME MAGAZINE 


•i\o* 


n»sc» 


<>S 


CITY_ 

_Payment enclosed 

Credit card orders:_VISA 

Card no. 


STATE 


_ZIP_ 
Bill me 


Expiration date 
Signature_ 


Please include $19.95 lor your subscription and mail to: 
Mega Play, PO Box 1733, Lombard, IL 60148-8733 

For faster Service, Call: 708-268-2498 

Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $ 10.00. All other foreign add $20.00. Any/all 
checks or money orders must be payable in U.$. funds, and must be drawn on an American bank. (American Express money order, Citibank 
money order, or any other type of check or money order that would go through a U.S. branch bank.) All foreign orders must be prepaid. 
Please allow 6-8 weeks for your first issue. Bi-monthly Issues will be moiled thereafter. HSNH 


IMIMMnM 

PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY ■ 
THE ALL-SEGA GENESIS, SEGA CD AND GAME GEAR MAGAZINE! 

NAME 


Finally, a magazine made 
exclusively for owners of the 
Genesis, Sega CD and 
Game Gear! Introducing 
Mega Play, the first full-color 
publication with all the tips, 
tricks, reviews and previews 
a Sega fan could ever want! 
Each bi-monthly issue is 
packed with behind-the- 
scenes info and photo¬ 
spreads of the latest 8-Bit 
and 16-Bit sensations. And 
since it is from the editors of 
EGM, you know Mega Play is 
a magazine you can trust! To 
get the most out of your 
Sega system, you NEED 
Mega Play! 


THE SEGA SATURN - EXCLUSIVE SYSTEM PICS AND INFO IN5IDE! 


FUN 


THE #1 ALLSEGA VIDEO GAME MAGAZINE 


1 1 

HE 24-MEG SEQUEL! 


PREtflE WSMt 
TEH HE AD iHHr 
COMBAT CAftSJVT 
VIRTU A RACING 
DEMOLITION MAN 
SYLVESTER STWEETY 
KING OF THE MONSTERS 2 


* READ HONEST, HARD¬ 
HITTING GAME REVIEWS 
FROM SEVERAL PLAYERS. 


* PLUS PAGES OF GAME 
MAPS, DETAILED 
STRATEGIES AND MORE! 


* LEARN TRICKS AND 
SECRET STRATEGIES ON 
THE NEWEST GAMES! 


* BE THE FIRST TO LEARN 
ABOUT THE NEW GAME 
SYSTEMS, PERIPHERALS 
AND ACCESSORIES. 


* GET THE FIRST INFO AND 
PHOTOS ON ALL THE NEW 
GENESIS, SEGA CD AND 
GAME GEAR CARTS. 


* FIND OUT WHICH 
INTERNATIONAL GAMES 
ARE HOT! 


WWl 




































SAMURAI SHODOWN 


CART SIZE 


THEME 


AVAILABLE 


32 MEG FIGHTING DECEMBER 


The arcade hit is making its way to 
the Super NES, with 32-Megs of fight¬ 
ing fury! Following in the tradition of 
converting popular Neo-Geo arcade 
fighting games to the home systems 
{like Fatal Fury 2, Fatal Fury Special, 
and King of the Monsters 2), Takara 
will also be converting this sword¬ 
slashing fighter! The 12 fighters gath¬ 
er to slug it out, only to confront the 
ultimate evil at the end of the line! 


NEO*GEO: 


SUPER NES: 


NEW SOFT NEWS 

With the Summer Consumer 
Electronics Show rapidly approach¬ 
ing, companies will finally get the 
chance to show what they have to 
offer for their 16-Bit systems. The 
stakes may be higher this time as 
the 16-Bit systems might be over¬ 
shadowed by the upcoming 32-Bit 
systems from Sony (the PS-X) and 
Sega (the Saturn system and 32-X 
add-on). 

However, Sega will not be attend¬ 
ing the Summer CES, leaving 
Nintendo as the biggest 16-Bit 
contender. 

Not to be left behind in the bigger 
systems race, Nintendo will also 
introduce three games for their 
upcoming 64-Bit Project Reality 
home video game system. Slated for 
a release in the U.S. and Japan in 
the fall of 1995, the new peripheral 
will have a price tag of under $250 
(see related article on page 8). 

Recently, 16-Meg games used to 
be the big boys on the block; now 
they are very common, as cart sizes 
have jumped into the 20s and even 
the 30s. Enhanced sound effects are 
also another popular feature, with 
Dolby Surround Stereo being 
employed more often in games. 
Some recent titles encoded in 
Surround are Ocean’s Jurassic Park, 
Seika’s Super Turrican, and Jaleco’s 
King Arthur’s World, with the upcom¬ 
ing 32-Meg Neo»Geo conversion 
Fatal Fury Special to get similar 
treatment. 

Of course, one of the most antici¬ 
pated releases, Super Street Fighter 
II, is set to be released this summer, 
with Mortal Kombat M’s release slat¬ 
ed for the fall. Significantly, MK II will 
have a rating and will include blood 
and fatalities—something forbidden 
by Nintendo until now—unless you 
count the warning on the box for 
Konami’s Lethal Enforcers. 


ruthless warrior from China; Charlotte, 
the noble fencer from France; Genan 
Shiranui, who uses a Freddy Kruger- 
type claw; the cold-blooded master 
ninja Hanzo Hattori; the mammoth 
ninja school flunkie Earthquake; and 
Tam Tam, the fighter from the Incas 
who really likes kids—especially when 
they are marinated in ... well, we 


won’t go into that. 

So far, there is no word whether the 
zooming in and out scaling effect will 
be retained (as it was with the home 
version of Art of Fighting), or the 
blood (which was mysteriously absent 
from the home Neo version of 
Shodown). However, the Rage Gages 
are retained. Although the version 
shown here is far from complete, what 
is finished so far looks very promising! 
Check out the comparison between 
the Super NES and Neo # Geo ver¬ 
sions shown on this page. 

On a very early preliminary version, 
only three fighters were programmed 
in (but no backgrounds yet). Yet their 
moves were all intact and were easy 
to execute! Stay tuned to Super NES 
Buyer’s Guide for more information on 
this sure-fire hit! 


Pick from Ha-Oh Maru, the self- 
taught swordsman; Nakoruru, the kind 
maid with her eagle companion; Ukyo 
Tachibana, the snobby sword master; 
Jubei Tagyu, the two-fisted servant; 
Galford, the young ninja with his ninja 
dog Poppy; Koyshiro Senryo, a kabu- 
ki actor with a spear; Wan Fu, the 
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KONAMI 


AERO EIGHTERS 


CART SIZE THEME 

AVAILABLE 

10 MEG SHOOTER 

SEPTEMBER 


AIR STRIKE PATROL 



SIZE 


THEME 


AVAILABLE 


8 MEG [SIMULATION 1 SEPTEMBER 


WILD # N # 

WACKY SPORTS 

CART SIZE 

THEME 


8 MEG 

SPORTS 

ISthotrTm 


Aero Fighters, the arcade classic, 
comes home. Take the controls of 
some of the best planes the top 
countries have to offer as you 




eagerly fly into the heat of battle. 

Choose from eight fighter pilots 
who come from four different coun¬ 
tries in the two-player simultaneous 
game. Plus, there is one secret team 
you can pick—after you beat the 
game, of course. What a treat! 


Each team has its own special 
weapons it can power-up as the 
fighting action heats up. A hidden 
bonus game, where you can take on 
all the Bosses in a Time Challenge 
Mode, is also packed into this cart. 
So pick a team and get ready for the 
mission of your life as you fly for 
your country. 




You are the leader of the U.N. Air 
squadron and responsible for the 
combat at the front line. Your mis¬ 
sion is to reach far into the enemy’s 
territory and destroy its headquar¬ 
ters, attacking its military facilities 
and weapons. 



You have two aircraft to choose 
from: the F-15 Strike Eagle and the 
A-10 Thunderbolt 2. The F-15 takes 
everything that has been learned in 
air-to-air combat in Vietnam, and 
combines it with the best electronics 
technology has to offer. The A-10 
can carry eight tons of air-to-ground 
munitions, including Iron, Smart, and 
Cluster Bombs to use on enemies. 



This mission depends solely on 
your performance to end this war as 
early as possible. Good Luck! 


Those of you who played Tiny 
Toon Adventures: Buster Busts 
Loose and were left wanting more, 
this game is for you! 



Konami once again brings those 
wacky Tiny Toon characters to your 
Super NES in a whole new sports 
adventure twist! 

Up to four players can try out the 
12 different Olympic-style events 
which vary from skiing, to bungee 



jumping, to weight lifting. 

Babbs Bunny, Dizzy Devil, Buster 
Bunny, and Plucky Duck are a few 
of the Tiny Toon characters you can 
play as in this lighthearted title. 

Filled with great animations and 
sound effects right out of the car¬ 
toon, Wild ‘N’ Wacky Sports is a 
sure winner from Konami! 



Super NES Buyer's Guide 17 

















































































Shien and Aska are in a world that 
has not yet grown tired of its civii 
war, where there are still ninjas who 
are proud of their powers. Shien’s 


flying stars can pierce shields, 
armor, and soldiers. His mighty 
sword can slice through them ail in 
the blink of an eye. Aska manipu¬ 
lates her flying stars through will 
power, causing soldiers to fall before 
they have time to get out of the way. 


From out of nowhere, creatures 
kidnapped Aska and in the blink of 
an eye, she vanished. Only a dazed 
Shien is left, at a loss for what to do 
and demanding the return of the 
captured Aska. Shien begins his 
solitary struggle as he will try to 
defeat the evil forces that oppose 
him and that hold Shien hostage. 


Mickey’s back, and Minnie’s got 
him—at least for a date at the circus. 
But something’s amiss. Someone is 
replacing all the nice people with 
mean, bad people! Mickey and Min¬ 
nie must replace all the bad people 
with good ones in this two-player 


simultaneous action game! 

Like the previous Mickey adven¬ 
ture (Mickey’s Magical Quest), Mick¬ 
ey can change into several outfits, 
each with special abilities. His new 
wardrobe includes a mountain 
climber outfit, a cowboy outfit with a 
cork gun, and a suit with a vacuum 
attachment! 


With excellent graphics and cute 
sound effects, Disney fans won’t 
want to miss this title from Capcom! 


VIC TOKAI 


SHIEN'S REVENGE 


CART SIZE 


THEME 


16 MEG FIGHTING AUGUST 



CAPCOM 


THE GREAT CIRCUS MYSTERY 


THEME 

AVAILABLE 

12 MEG | 

ACTION 

| OCTOBER 
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Lord of Darkness by Koei is an 
in-depth RPG where you can pick 
scenarios: the Warring 
1555 or Nobunaga 


surrounded by his enemies in 1571. 

Multi-play, Historical, and Demon¬ 
stration Mode are the three different 
types of modes you can play in this 
intense game. 

Once you choose a game to play 
you then have the choice of several 



different states to battle. You must 
build up your people in both econo¬ 
my and in fighting skills. Use your 
trade market to buy and sell goods 
to help out your economy as well. 
Once you build up your army you 
can then march across various 
lands, taking over any state that 
stands in your way. 





































































































BLACK THORNE 


HUDSON SOFT 


CART SIZE 


8 MEG 


THEME 


ACTION SEPTEMBER 



Black Thorne by Interplay takes on 
a game style similar to the adven¬ 
ture game Out of This World. 

In Black Thorne you assume the 



role of a boy named Kyle, who must 
take the lightstone his father has 
given him and hide among the earth 
lings, guarding it with his life. For if 
the lightstone should fall into Sar- 
lac’s evil hands, ail will be lost. 

Throughout the game, you are 



given a shotgun for protection as 
you work your way through many 
different levels taking valuable items 
from slaves that are being held by 
Sarlac’s evil forces. 

All of Kyle’s skills are needed in 
order for him to protect the light¬ 
stone from Sariac and the dark 
forces that encompass him. 



FIEVEL GOES WEST 

8MEGlACTioMlflUGU$T 


l A 2 


2-3 t 


h - 8 * 
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Fievel Goes West is based on the 
animated film. You play the part of 
an immigrant mouse who has a 
taste for adventure. Fievel decides 
to travel to the Wild West to save his 
family from the cunning Cat R. Waul. 
Fievel is armed with a simple water 



pistol to take out the bad gunslinger. 

The Mousekewitz family is facing 
its worst crisis ever. Fievel knows 
his folks are about to be turned into 
mouseburgers, so he’ll do anything 
to save them. The little mouse has 
to go through Western towns, on 
giant mine cars, and through the 
relentless desert, where vultures sit 
around waiting for you to make a 



mistake. This is Revel’s greatest 
adventure yet. But can he prevail 
against such overpowering forces? 


CLAYFIGHTER TOURNAMENT EDITION 


CART SIZE 


24 MEG FIGHTING 


NOW 


The original clay gang is back by 
popular demand with some new 
game options for you to try out. 

The Tournament Mode allows one, 


?lfii YEP 
1 


| r a n n v g 
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four, or eight players to fight in one 
of three types of games. There is 
double elimination where a player 
must win two rounds to move onto 
the next rung. The losers will be 
placed in the consolation bracket, 
where a finalist will be selected. 



Single elimination is when every 
combatant starts off in the same 
bracket, and if you lose a match, you 
are automatically eliminated from 
the tournament. There is also a Sud¬ 
den Death Mode where only one 
round is fought in a match. Pick your 
favorite fighter and see if you have 
what it takes to become champ. 
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CAPCOM 


DEMON'S CREST 


CART SIZE THEME AVAILABLE 


32 MEG | ACTION | SEPTEMBER 



SgByBSmwerraS 


CART SIZE THEME AVAILABLE 


16 MEG ACTION SEPTEMBER 


Remember that great 8-Bit title 
Gargoyle’s Quest? Remember that 
obnoxious flying red demon in Super 
Ghouls ‘N’ Ghosts? Well, his name 



is Firebrag, and this time he’s back 
as one of the good guys! 

Gargogyle’s Quest is finally mak¬ 
ing it to the 16-Bit realm with this 
awesome-looking action title! As you 
can see from these pictures, the 
game has dark overtones and 



superb graphics. Use projectile fire¬ 
balls and fly through huge levels 
while battling fearsome Bosses bent 
on your destruction! 

The game is a combination of 
Super Ghouls ‘N’ Ghosts and Gar¬ 
goyle’s Quest, and has a series of 
items and weapons to collect that 
will help you along the way. 




The wacky minds at Interplay are 
molding together those hilarious 


Clay Fighters once again for battle. 

In C2: Judgment Clay six new 
characters make their debut along 
with Bad Mr. Frosty and The Blob 
from the original Clay Fighter game 



Clay madness has exploded 
everywhere you look in C2. Now 
both the backgrounds and the fight¬ 
ers in the game are completely 
made of clay. Even the Menu 
Screen is made of clay! 

The fighting elements in C2 have 
been greatly improved with more 
action, moves, and better technique 
involved. There will also be 



clayalities for you to perform on your 
clay opponents. Get ready to shut 
up and clay! 



Morph into action when the num¬ 
ber one Fox television show and the 
number one toy line in America 
become an all-new video game for 




your Super NES. 

in Power Rangers, you start off in 
a side-scrolling beat-’em-up as a 
human. Once you meet the Mid- 
Boss, you will then morph into a 
Power Ranger to take on the evil¬ 
doers. The rest of the level is played 



out with you as the Ranger until it’s 
time to take on one of Rita’s giant 
mutant monsters, where the action 
switches to a fighting game format 
with you at the controls of your giant 
Zord-Megazord! 

The Rangers have plenty of 
moves which make this game 
Morphinaomenal! 
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CART SIZE 


8 MiG 


STUNT RACE FX 


THEME 


RACING 



NOW 


ENIX 


BRAIN LORD 


CART SIZE 


THEME 


AVAILABLE 


12 MEG | ACTION/RPGl SEPTEMBER 


Wild Trax, Nintendo’s second FX 
game, is finally here for you to feast 
your eyes on. 


Choose from three different cars 



^ 1 

’ 


j 

r <—i 

SuGISS 

f sGB/a 



with various body and acceleration 
styles. There are four game selec¬ 
tions to pick from in this game as 
well. 

In the Speed Trax, you go up 
against the computer cars in differ¬ 
ent trax locations. Stunt Trax lets 



you try out some really crazy cours¬ 
es with awesome jumps and twists. 
In Free Trax, try out all the courses 
without the computer cars to get in 
your way. There is also Battle Trax 
where you and a friend go at it to 
see who is the better driver to claim 
the first place position. Get ready for 
some fast off-road fun! 




In Brain Lord, take the role of a 
warrior who must go on a long jour¬ 
ney searching for a dragon. Hun¬ 
dreds of years ago, people rode 
through the sky with the help of 
dragons. Each warrior would seek 
out a dragon and train it to be their 



partner. One day, the Dragon War¬ 
riors were drawn into a great battle 
and many lost their lives. You are a 
descendant of the Dragon Warriors 
and it’s your duty not to let this 
bloodline perish. In your travels 
search through the Tower of Light 
where a dragon lives. 

In your quest, you must first find 
the ruins of the city which are west 



of the village you start out in. Now 
go find your true destiny—becoming 
a Dragon Warrior, 



Seta’s new super DSP chip sepa¬ 
rates the men from the boys in this 
high-speed Formula One racing 
tour. Drive real cars, like the F92 



Ferrari, the V-8 Ford-powered 
Benetton B192, and other FI racing 
machines. 

You’ll start out in a prototype 
Group C car and must win on all 
eight tracks to move up. Next, you 
race in F3000 cars to develop the 



lightning-fast reflexes needed to 
survive Formula One racing. Then 
you finally get the real 1992 Formula 
One season drivers and their cars. 
On the 16 international courses, it’s 
a duel of nerves, skill, grit, and nitro. 

So at the drop of the flag put your 
FI in gear and take off like a laser 
blast! 
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Games with personality 


' " ' 






ELECTRONIC ARTS® 


m\ sports 

Mmam mtfcJ 1 Ull^L I IwlL 

ELECTRONIC ARTS 



Panasonic 



image 





Mall of America 
Minneapolis, MN 


Lincoinwood 
Town Centei 
Lincolnwooc 


Southcenter 
Seattle, WA 


Wonder Con 
Convention Center 
Oakland, CA \ / 


Eastridge 
San Jose, CA 


allco Fashion Center 
'upertino, CA ~ 


Del Amo Fashion 
Los Angeles, CA 


Glendale Galleria 
Los Angeles, CA 


Plaza Bonita » 
San Diego, CA 


San Diego Comicon ; fj f Wi . 
San Diego Convention Center Aurora 
San Diego, CA Denve, 


* AIL cities, malls, and dates subject to change without notice 
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The Software 
Toolworks 


Chicago Comicon 
Rosemont Convention Center 
Chicago, IL \ \ 

1 Tri-County 
^&\%&mCindnnati, OH^ 


Smith Haven 
Long Island, NY 


IMAGESOFT 


Heroes Con 
Holiday Inn Center City 
Charlotte, NC 


Northlake 
Atlanta, GA 


Dragon Con 

Atlanta Hilton and Towers 
Atlanta, GA 


Town East Orlando Fashion Square 
Mesquite, TX Orlando, FL 


FROM 
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. ,r unce again Capcom will 
■* dominate this summer with 
r 4 their biggest and baddest 
Street Fighter game to 
date! Two years ago 
! Capcom shocked the world 
f > when they brought out 
sMm Street Fighter II — the first 
'Sri 16-Meg game for the Super 
I f NES. The following summer 
tM?' Capcom broke the Meg bar- 
rier again when they 
released Street Fighter II Turbo, 
with 20-Meg of in-your-face fighting 


istwhen you thougjt it 


power 

couldn’t get any better, Super Sti^et 
Fighter II is coming! Weighing in at a 
massive 32-Meg, it is clearly the 
biggest game ever! Super, is a true 
carbon copy of the arcade, including 
the four new characters and all of the 
new moves. Improved colors, graph¬ 
ics. music, and sound effects have 
been packed into this cart as well. 
There are also more frames of ani¬ 
mation of the characters, giving them 
a more fluid look. CAPCOM.; 32- 
MEG; AVAIL: JULY. 


Even the new color feature has been 
added. Choose from eight different colors! 

Jab Strong Fierce 


per Battle, Versus Battle, Group Battle, Tournament Battle, and a Time 
Ii Challenge Mode just waiting for you to check it out. 

nt ihttle: | j. - | Time Challenge: 

A single player tries to set a 
new speed record for a fight 


f o eight players 
hting ladder to 
be called “The 
Grand Champion!” 


Forward 


1ST SjiTCH 


*EW RECORD!! 

REGCRD - 


Group Battle 


is mode you can choose up to eight 
cters to fight a one-round team fight 

FIGHTERS: 
Choose how 
many players 
you want to 
have on a 
team. 


Super Special 
Color 


you against 
the computer 
in the big 
tournament. 


UHEEB OF CHARACTERS 


any attack 
button for 
two seconds 
for this color 


Versus Battle 


SCORE: 
Atihe end of 


[ a choose 


you’ll see the 
total score of 
aI] the fights. 


assuming the 
pioUtight. 







































attack, to get 
in close. 


attacks 


Killer Combo: 

This combo is a great way to dizzy any 
enemy. Step one is to jump toward your 
enemy with a fierce punch. As soon as 
you land, hit your enemy with another 
fierce punch. Complete the combo by 
quickly doing the Thrust Kick. 


Fei Long has dedicated his 
whole life to Kung Fu. His main 
goal is to become a martial arts 
action-movie star. But his dedication 
to training lead him to a different 
path. When Fei Long learned of the 
tournament, he then realized what his 
goal in life was. Fei Long’s back¬ 
ground is outside of a temple setting. 


Rising Dragon Kick: 

j You can score 
formed close. 


Rnundhouse Step-In 


This move is 
repeated to 
get a multi-hit 


charging kick 
toward foes. 


REKKA KEN '31 


This five-hit life-dtainer is sure to 
make your opponent cringe. First, 
you junrtp in with a Flying Fierce. As 
soon as you land, do a Standing 
Fierce. Finish off the combo by 
repeating the Rekka Ken three times 
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Dee Jay is a kickboxejfrom 

i _ l ___.1_ i _ : __ 


Jamaica who's trained in the 
Western style of kickboxing. A happy 
mon, Dee Jay is also a musician. He 
believes that by perfecting his fight- 
ing style, he can become the best 
entertainer. Dee Jay's background is 
a jammin' reggae fest with an 
excited crowd watching him. 


imj When in close, 
I . unleash this 
Ki* powerful move 


This move is 
just like a 
Sonic Boom. 


A very good 
move to do ir 
a combo. 


Killer Combo: 

This combo is a great way to dizzy any 
enemy. Step one: jump toward your 
enemy with a fierce punch. As soon as 
%piifand, hit your enemy with another 
fierce punch. Complete the combo by 
performing the two-hit Dread Kick. 


Df iiR kick1?1BSr|ad kick 2 


FIERCE 


FIERCE 


T. Hawk's homeland was 
stolen by the evil Shadolu organi¬ 
zation, which is headed by M. Bison. 
T. Hawk enters the World Warrior 
Tournament to get his nation back. 

T. Hawk's fighting technique is 
Indian-style wrestling, with very little 
martial arts. His background is a 
Mexican village market. 


Storm Hammer: 

M-seilSPij Show your 
MW enemies tri 
ir** »’ strength. 


Thunderstrike 


Use this move 
to get past 
H projectiles. 


P Use this move 
v to hit enemies 
in the air. 


Even though this is only a three hit 
combo, it packs*0rfepl punch. You f 


kick. As soon a: 
start the Thund< 
two-in-one hit ir 
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This is cine 
egg beater 
combo that is 
sure to scram- 


|trength. Kin hasseveraji 
different Hurricane kicks that 
he can use offensively and 
defensively, depending on the 
height of your jump and which 
kick button you hit. Ken’s 
background also got a facelift 
with a new boat on the dock. 


i performs 
Hurricane 

ks at new 


FJ RE BALL 


FIERCE 


H U RRTCwN E^KTCK 


STUN FIRE BAUD 


FIERCE 


This is a great 
defensive kick 
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i nis two-hit combo 
irst want to use a 
I to stun your enei 
fckly press the fie 
tton for the second 


perform some new 
| pombos. This new range 
also helps for zoning. The 
Yoga teleport is now a lot 
easier to do — it is the same 
motion, but now it's a lot 
* more forgiving, and you 
only have to use two 
buttons, not all three. 


Use the slow 
Fireball to stun 
your enemy for 
a second hit. 


Charge back 
as soon as 
you jump in to 
get the Sonic 
Boom off. 


Guile has a new Sonic 
Boom which has more 
pollrs and a wider range. This 
wiSer range helps hunt down 
and trap his enemies better. 
Guile also has a new air kick 
which can be used to mix up 
some new combos, it is also a 
great way to hit your enemies 
out of the air when they 
jump at you. 


S BONG 


|ttis is an easy 
and fast combo 
to pull off, and 
it will take a lot % 
of energy. 


Zangief now has two J 
new grab moves, • 
which are the 
Siberian Bear Crusher 
and the Siberian Suplex. 
Both moves look awesome 
and take off 

BTTe liberated Russian"also 


You catypr- 
rm this fflBB 
fram^tfSfa 
screen'away. 


SIBERIAN. SUPLEX 


BEAR CRUSHER 


You must be* 
close to the 
ei^emy to pull 
this one off. 
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has. Try some 
new combos. 


P.SYiC HOrCRU 


move is 
I to con- 
ise your 
enemy. 




























































pocky can 
power-up her 
weapons two 
times! 
However, 
with each hit, 
your weapon 
wifi be dimin¬ 
ished by one 
power-up. 


Pocky can defend herself 
with her Magic Stick by 
swatting at enemy shots! 
Not all projectiles can be 
swatted away! 




POCKY AND THE URGE TO MERGE: 

Pick any of these three at the start of a stage! 


strong. He can lift 
boulders and other 
objects! 

UTTLE NINJA: 
No key? The ninja 
can open any 
locked chest! She 
also has a sword. 


HOWTOMERGE: 


Tengy can fly over water 
and other dangers! You 
can also use him to get to 
out-of-reach areas. 


To merge with a partner, 
press the A button and 
you will throw them in the 
air and merge. You can 
merge for a limited time, 
so change back quickly! 


ROCKY: 
Returning from part 
one, Rocky pounds 
his chest and can 
find hidden items. 


Pocky ,s back, « W 

and this time ~ 

with more partners (other than Rocky), more powers, and 
more fun! Two players can still go at it, but the second play 
er is more of an option than an integral role. This time there 
is more to explore with non-linear levels and surprises! 

NATSUME; 9 LEVELS; 12 MEG.; AVAIL. AUGUST 


During the course of your journey, there will be several items to collect. 
They can be in locked chests or baskets, or enter a shop and buy some 
thing with coins you collect along the way. 

| LOCKED CHEST: COINS: 

JgEjT You need a key to Get as many of these 

open these boxes as you can! Purchase 


TATTERED DRESS: 

In this status, Pocky has a short 
skirt and can only take one 
more hit before losing a life. 

PCJMPI NEW CLOTHES: 

*** a Pocky has a long 


SUIT OF ARMOR 

Pocky has a blue 
skirt and a red suit of 
armor for three hits. 

RABBIT EARS: 
Give Pocky an extra 
hit without losing 
clothes. 


Cycles through all 
partners so you can 
change yours. 


Go into a shop and 
purchase an extra life 
(price varies). 

KEY: 

Use this to open 
locked chests and 
locked huts. 


Push against this 
container to get the 
item(s) inside. 
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stage, Stage 2 is 
linear! The locked 
huts usually have 
hidden items in the 
area, so be sure to 
throw your partner! 
You can have 
Scarecrow join 
your team (B). Use 
Tengy to get bas¬ 
kets on the water. 
The moving tomb¬ 
stones take several 
hits. 
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Go Into the Huts: 

Along the way, there are several 
houses you can enter. Inside will 
be shops to purchase items, vil¬ 
lagers to give you advice and 
gifts, and even more partners. 
Save your money for shopping! 



Before each stage, 
there is a master map 
showing where you 
have to go. 
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THE THROWING EFFECT: 

Throw your partner at Bosses and 
other enemies to cause them dam¬ 
age! If you throw your partner, they 
will vanish for a little bit—hit your 
target or not! Throw your partner at 
a Boss, and 
cause an 
explosion 
that differs 
depending 
on your part¬ 
ner. Reveal 
hidden 
objects by 
throwing 
against a 
solid object 
like a hut. 


Hx 


•**- 


This one is easy to beat. Use your 
partner as an explosion and keep 
throwing cards. After you get rid of 
its shield, it will start jumping 
around the screen. Keep moving 
because it will try to jump on you! 
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Hidden Items: 

Throw your partner against 
stationary objects and hidden 
items may appear! 


t m t * * 

I t t I » 



» L ' ' ■v'f- ■ -v' s f - ' 

* r. *V -- WVj A. 


-.'i uv- 


sSv 

1^- -A> ’ ^ 

SySi'' , 

s’T'^ I 

w 1 h v*' ^ - 


R3S 

—? 




^ \>a 


>>5 

* i. 
<■ * 


y. 

V? 
*■ n,: 


-i ivvv ''v 'w — y- v ^ , s 

J ^ ^ 4Q> ,s ,^s ^ V®i C 

^ ^ ' V K 1» w '\ > *,£ ^ lO' y 


BOSS 3: Foxy 
This Boss has two stages: first it 
is an evil queen that launches 
fireballs and little foxes, then it 
turns into a giant fox that can 
only be harmed when it is mov¬ 
ing around the screen. The sec¬ 
ond form is easier than the first. 
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Scarecrow functions as a 
pogo stick! Hold down the 
B button, and you will be 
able to do super jumps. 
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This stage is set entirely on 
docks above the water. It is 
another non-linear stage. Unlike 
the previous stage, falling into 
the water does not mean instant 
death, for this is a marshy area 


depending on 


Scarecrow as your 


shooter where you speed down the corridor, 
throwing cards at enemies that come toward you 
The devil heads should be destroyed immediate¬ 
ly before they launch four-way fireballs that arc 
in your direction (1). There are also rows of ene¬ 
mies that cannot be destroyed and must simply 
be avoided. There is a Mid-Boss (2), a mecha rac¬ 
coon that jumps around the screen and breathes 
fire. Move in a counter-clockwise motion and 
keep shooting. The Boss is Volta (3). He attacks 
with sparks, flame throwers and guided balls. 
The key to surviving this stage is simply to keep 
moving and firing. There are power-ups and 
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almost always 
appear so you 
can change your 
current partner. 


and hops. The key to 
defeating her is throw 
your partner when she 
is standing still so the 
explosion does the 
most damage. 


w it 1 1 ' “ ^ s i j i 


If you go to the right (4) 
the route is essentially 
the same with the same 
enemies. Both lead to 
the Boss, so it's your 
choice. There are a few 
baskets, though. 


Queen goes to 


of the screen 
to attack. 


Hazards in this stage: Watch for 
bunnies (pictured above) that are 
camouflaged and suddenly 
attack from nowhere, isolated 
snow patches are a good sign of 
a concealed bunny. 


so an explosion will 
occur. She will 
launch a few giant 
snowflakes, so just 
avoid them. 


The green witches (right) are 
another hazard. They seem 
innocent enough, but in num¬ 
bers. they throw fireballs 
from every direction. Destroy 
these from afar- 
getting close is risky! 
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Digger can dig tunnels to 
go under enemies. He can 
also find hidden money in 
the stages! 
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Ottobot can fly over rivers 
and lakes, to out-of-reach 
areas, fire missiles, and 
lift big rocks! 


Stage 7 is a simple 
vertical run. Make 
sure you get the 
Ottobot located at D 
Try to change into 
this new partner for 
there are several 
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his whip and the beads will scatter 
around the screen and explode. 
Don't try to sweep these deadly 
beads—you can’t! 


The End? 

Divided into four sections, the last 
stage is the most intense. Most enemies 
will jump from the shadows for sneak 
attacks. The Ninja is the best choice for 

your partner here. 

Beware of | 

archers that ='sr 

appear in | * v --. a* 

doorways! ^ | 

Swat their i - . 

shots back 
at them! 


Dynagon is t! 
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You can configure the 
buttons and choose 
between the Vs. Battle 
and Game Play (against 
the computer). Also 
make the sound Stereo, 
Mono, or Surround! 


The toughest fighters 
around gather to see who 
is the greatest! The cast 
of fighters from Fatal 
Fury 2 returns, with new 
fighters Duck King, Tung 
Fu Rue, and Geese 
Howard himself! This 
time you don’t need any 
special code to play as 
Boss characters Billy 
Kane, Lawrence Blood, 
Axel Hawk, or the evil 
Wolfgang Krauser. 
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Pad: Up to 


Jump, etc. 


Select: N/A 


Start: Pause 

The joypad 
controls 

A: Heavy Kick 
B: Light Kick 

your fighter. 
Pushing Up 

X: Heavy Punch 

is the jump 

Y: Light Punch 

function. 

R: L. Attack 


L: E. Attack 
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OLD FIGHTERS, NEW MOVES 

Below are the moves changed or modified from Fatal Fury 2! 

Also shown are the Secret Power Blows for the Bosses! 

Remember, when your Life Meter is very low and flashing red, 
do your Secret Power Blow—you just might be able to win. 

Some of these require you to be close to your enemy. 


MAI SHIRANUI: 

Now Mai can do her Swan Dive 
move on any stage! 

MUSASABI MAI: 


This is the setup 
for the moves list- 
ed on the following 
pages. All moves 
are shown as if 


STRONG PUNCH: X 


WEAK PUNCH 


WEAK KICK 


STRONG KICK 


POWER ATTACK: L 


LINE SWITCH 



AXEL DANCE 


JUBEI YAMADA 

NEKOJARASHI:* Jubei’ 


Axel’s fireball has now been 
replaced by an 
easier move, the ^ 
Tornado Upper! ' . 

His “Bust You 
Up!” is now his 
secret power 
move. He also has 
a rapid smash 
punch move. 

SECRET POWERBE 

“BUST YOU UPV 


Jarashi 
can only be 


next to his 
enemy! This 
adds another 
slam move to 


jsyjress Punch (X)/(Yj Rapidly 
TORNADO UPPER: 


I deadly grab 

* % * # * ♦ Punch (X) ^ m of moves 

LAWRENCE BLOOD: 

A$ brutal as ever, Lawrence now has a Death Sword Slash 

for a secret power blow. 

. ' SECRET POWER BEOW: 

-! \ DEATH SWORD 


+ Punch (X)/(Y) 


LEG TOMAHAWK 


WOLFGANG KRAUS LR: 

Wolfgang’s Kaiser Wave is now his 
secret power blow and can only be 
done when his Life Meter is flash¬ 
ing red! His knock- 
down blow is like ^ v 

Geese’s: it can 
only be done ( . 3* 

when an 

enemy is jump- ' V 1 
ing at him. N 

SECRET POWER BLOW: 
KAISER-WAVIi 


% ^ 

+ Strong Kick (A) & Weak Kick (B) 

£ P Hite • W MM M ■= V ... ' v 

BILLY KANE: 

Billy is pretty much the same except for his secret power 

SECRET POWER BLOW: Hf**'*'® E P J"5 
BURNING CIRCLE lannrhoc it at wnitl 


ymw + Xicfe (A)/(B) 
KNOCKDOWN BLOW * 


■ IBef 1 1J . 1 

sy 





¥■ 


"This move can only be done when opponent jumps at you. 
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So you wanna dance , huh? 

I IT 


DUCK KING 


J V T' & s Remember this giddy 

M i 1 break dancer from 

^ Sff Fatal Fury? Duck has 
■ i II no projectile moves, 

but his body dance 
hits do massive 
damage if he is 
IM close! His 

secret power 
fa ; blow can only 

be done if very 
close to 
unfortu¬ 
nate and unsuspecting opponents! 

SECRET POWER BLOW: 

wav riA\iri\ir: TtArv hwavv d* 


HEAD SPIN ATTACK 


DANCING DIVE 


4 ■ Hold * + Punch (X)/(Y) 


+ Kick (A)/(B) 


STORM 


BEAT RUSH 


®©@c: t: 






^ + Kick (A)/(B) 


+ Strong Punch (X) 


TUNG FU RUE: “With age comes wisdomand with that comes my power. 


ffiS //;, The former 

* **' "■ i teacher of Andy 

t ® and Terry Bogard 

I (and subsequent 
k bad guy in Fatal 

8®^ Fury), Tung now returns. 

He joined the tourna¬ 
ment to help Terry 
and Andy destroy 
Geese Howard, Tung 
is the oldest fighter 
*/ 4 U" in the game (next to 
& Jubei), and has 

I | sudden moves. 

SECRET POWER BLOW: 
SPINNING MUSCLE MAN 


+ Punch 


X Button Re 


# Hold # + Kick (A)/(B) 


+ Punch (X)/(Y) 
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in my way will be crushed! 


GEESE 1 i OWARD: “ Anyone who 


The ultimate evil en 
Geese Howard was 


REPPU KEN (Wind Slice) 


SH1PPU KEN 


now returns! Geese 
has several nasty 
moves, including a 
couple of grabs that 


Knock Down Blow jl jp | |»|ll 
can only be done lllfe | |HH 
when an opponent is IM| I Villi 
jumping at him in the |jj|j \ iSlll 
air. A tough cookie! Jp*®* * 

SECRET POWER BLOW: 
LIGHTNING CAGE BLAST 


1 *41 + Weak Punch (V) 


+ Punch (X)/(Y) 


DOUBLE REPPU KEN 


KNOCK DOWN BLOW 


Beware of Kyo’s Ultimate Counter Attack when his Life Meter is flashing red! 


This move can only be done when opponent jumps at you 
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This is an early version of 
the game, and no options 
have been programmed 
in yet. It would be cool to 
have a stage select, 
sound test, infinite time, 
and a PAUSE feature. 


Pad: Move 
Player 
Select: N/A 
Start: N/A 
A: Low Kick 
B: Low Punch 
X: High Kick 
Y: High Punch 
R: Block 
L: Block 


The controls 
in the game 
are easy to 
get used to, 
allowing you 
to perform 
moves 
quickly. 


Shang Tsung’s scheme 
would come to a violent 
end at the hands of Liu 
Kang. Facing execution 
for his failure and the 
apparent death of Goro, 
Shang Tsung convinces 
Shao Khan to grant him a 
second chance. Shang 
Tsung’s new plan is to 
lure his enemies to com¬ 
pete in the Outworld 
where they will meet cer¬ 
tain death by Shao Kahn. 


Look At Ti e Pret 


The biggest buzz that has been going 
around the video game industry is that 
Mortal Kombat II for the Super NES will 
contain blood and all of the fatalities in 
the game. Well it’s no longer a rumor, it’s 
true! Both Nintendo and Acclaim have 
confirmed this, and also confirmed that 
Nintendo is adapting a rating system for 
all of their games. It now seems that the 
days of censorship by Nintendo are final¬ 
ly over, and I can’t think of a better game 


muiuAj^ hUifiuiii 


Mortal Kombat II. So get ready for a real 
blood fest kiddies—this game is sure to 
get Congress’ briefs in a bunch! 


You will be able to perform Barakas’ Twfpo Ginsu mpve 
(seen in the arcade picture above), bn the Sufper NES. 

I f 

What Makes Mortal Kombat II Hot?!? 

Once a player gets over the blood and gore overtones of Mortal Kombat, the main reason for playing 
this game is for the good game play and awesome combos which can be preformed. This is the main 
reason why Mortal Kombat II is far superior than the first MK. Acclaim knows this ali too well and 
assures us that all of the combos in the arcade version will be in the home version. This three-hit 
combo with Sub-Zero (shown below) is just one of many found in the arcade which will be included 
in the Super NES version. Look Mom, no grey sweat! 


CONTROLLER 


STORY 




1 % 


OPTIONS 



i Hit Hit 

^^ffightino 1 


^^^^24 | 

r Lil f E |{ 

Sr^^lOR2 1 































few And 


ixenesis to ^nper i^ompansoi: 

Below is a comparison of the Genesis and Super NES versions of Mortal Kombat li. There 
is more detail in both the backgrounds and characters in the Super NES version. 


Just one look and you can see 
a BIG difference between MK to MKII 


MORTAL 
KOMBAT 11s 

MK II for Super 
NES blows away 
the first install- 




Here are eight compar 
Kombat II from the arc 
NIES version. The red c 
aictures from the arcai 
orange boxes are from 
Nintendo version. This 
dentical to the arcade 
ook at these pictures 
ell them apart. 
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FRENCH CITY 


ITEMS: DANGER ITEMS: 

Find these _ _ 

items when Bomb: 

you tear down ; This item hurts 

buildings and - you big time, 

trash other —^ 

objects you Power Down: 

find along the fry Drops your 

way! 


LIFE ITEMS: OTHER ITEMS: 


Small Life: 

Refills Life 
Meter a little. 


T These items 
vary in value. 


I W " I Mi JfVUI 

Power Level. 


Liie: 

Refills your Life 
Meter a lot. 


Random: 

Who knows 
what this is. 


Genesis Version: 

II- , i'.'Vll n I - *■ M HP II til ■ !■ .■ -sj' «, _■ 


" ■ ',$•?£>* , 

. . •* 

sT. ; - ' 


Neo*Geo Version: 


CONTROLLER 




Pad: Moves 
your monster 
Select: N/A 
Start: Pause 
A: Get up 
B: Jump 
X:Punch 
Y: Kick 
R: Guard 
L: Charge 


The pad 
moves your 
monster 
around the 
screen, with 
buttons for 
punching, 
kicking, etc. 


* 




* 


= ^ 


- ■> • ~?mr . 




pn tL 


It1 R 1 
ON 


vii lu riauvc iu iiyiu liiiic 

lyte, the Elastic Man! Beware of this Boss’ stretchable limbs. Watch out after you defeat him—his 
head will float around the screen, and will shock you if you touch it. Just use jump attacks to defeat 
this flexible menace. Also beware of France s defense systems. 

The Grand Canyon has several mountains 
— you can pick up and throw, not to mention 

valuable icons hidden inside! Watch out at 
the mid-point where the ground is elevat¬ 
ed and spores emerge to spit goo on you. 

After that is a small stretch of land leading 
_____ „ up to the Boss Clawhead! He will pop out 

jX;: : 7 : 71: = -r of the mountain and attack! 


LiRftND CANYON 


STORY 


It is years after the first 
King of the Monsters bat¬ 
tle and there are only 
three left: Super Geon, 
Cyber Woo, and Atomic 
Guy. However, there is 
some competition from 
another planet, and you 
must defeat several ene¬ 
mies before confronting 
the alien! Destroy build¬ 
ings and many other 
structures (and use them 
as weapons). Go to it! 


PUBLISHER 

AVAILABLE 

THEME 

MEGABITS 

PLAYERS 

levels 

% C0MPLE1 


TAKARA 

HOW 

ACTION 

16 

1 OR 2 
MODERATE 
H/A 
100 % 


OPTIONS 


You can configure the 
buttons for one or two 
players. There is also a 
Game Level Select for 
normal or hard skill. You 
can also play three 
games. 





































































































































II II ! 


—--— 


--- 


or THE 


POWER-UPS 


TWO PLAYERS 


VERSUS MODE 


Two players can go at it in the 
Cooperative Mode (left ! How¬ 
ever, your blows can still 
harm each other! With the 
Versus Mode, you can fight a 
friend, each playing a monster 
of his or her choice. Battle it 
out before the time expires—if 
it does, you both lose. 


ATTACK MOVES 


WOO 


ATOMIC GUY: 
Megaton Thunder: 


HOW TO ATTACK: 


Dual 


Stun Blast: 


Rocket Punch 


Before you can use a special 
attack, you must first charge up 
by pressing the Y button. Once 
the meter below your Life Meter is 


Sonic Wave Cannon: 


Hyper Electric Shock: 


Guided Missiles 


When in a clinch, rapidly press 
from side to side on the control 
pad while pressing either the 
X or Y button. 


Cfawhead is a tough Boss that 
spits goo, has a spinning jump, 
and has two horns that quickly 
jab you! Projectiles, however, 
are particularly effective! Don’t 
waste time with stationary 
attacks—Clawhead jumps from 
place to place a lot. 
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IMM 


‘ET2TB 


100 % 


OPTIONS 



In the Option Mode, there 
is a difficulty setting and 
time limit you can turn on 
or off. You can also con- 
fig. the controller. A sound 
and music test is available 
for your listening pleasure. 


Pad: Move 

Jp 1 y V 1 jlfifflfc’’'- 

Player 

4* // 'W': 

Select: N/A j 


Start: Pause 

The con- 

trnllorc oro 

A: Pin 

It Ullof o cti fe? 

very basic, 

B: Jump 

X: N/A 

allowing 
anyone to 

Y: Attack 

become a 

R: N/A 

pro at this 

L: N/A 

game fast. 


STORY 


Slammin’ its way to the 
squared circle is 
Saturday Night Slam 
Masters. Arcade 
wrestling now hits the 
home systems. Choose 
from 10 of the world’s 
greatest wrestling talents, 
including the ex-mayor 
Mike Haggar from Final 
Fight. Once you have 
chosen a wrestler, a 
large selection of moves 
are at your disposal. 





Submission holds are some of the 
awesome moves done by the wrestlers 


our partner is getting pinned, jump 
top of his opponent to set him free 


TACTICS 


Pin other 
wrestlers 
when 


advantage 
of a 


ROPES: 
Throw an 
opponent 
against the 















































































Height: 

Weight: 
Hometown: 
Favorite Attack: 
Personality Profile 


6'4 

264 lbs 
Kiev, Russia 
Head Rocker 
Likes American 
Heavy Metal. 


Height: 

Weight: 
Hometown: 
Favorite Attack: 
Personality Profile 


6’4 

276 lbs 

Slam Town, USA 
Sonic Fist 
Rumored to be 
related to a famous 
street fighter. 


Height: 

Weight: 
Hometown: 
Favorite Attack: 
Personality Profile 


Height: 

Weight: 
Hometown: 
Favorite Attack: 
Personality Profile 


7’9 

432 lbs 

London, England 
Titan Breaker 
Mistaken for a 
disco reject. He 
hates small people 


221 lbs 
Osaka, Japan 
Neck Wrecker 
Couldn’t cut it in 
Kabuki, so he took 
up wrestling. 


Height: 

Weight: 
Hometown: 
Favorite Attack: 
Personality Profile 


309 lbs 

New York, USA 
Spinning Piledriver 
Former mayor of 
Metro City. He likes 
to pound punks. 


Height: 

Weight: 
Hometown: 
Favorite Attack: 
Personality Profile 


6’6 

359 lbs 

Kentucky, USA 
Patty Cake Slap 
Butcher by day, 
“grater” by night. 


Height: 

Weight: 
Hometown: 
Favorite Attack: 
Personality Profile 


6’6 

331 lbs 

Venice Beach, CA 
Dread Lock 
Freaks out if you 
mess with his 
monkey. 


Height: 

Weight: 
Hometown: 
Favorite Attack: 
Personality Profile 


410 lbs 

Hosevile, Canada 
Pancake Poison 
Likes to flatten peo¬ 
ple almost as much 
as he likes to eat. 


Sjinloc "The Loose 


HEAD 

ROCKER 


GUT 

CRUSH 


CYCLONE 

KICK 


TSUNAMI 


ATOMIC 

DIVER 


SPINNING 

PILEDRIVER 


JUNGLE 


Height: 

5’6 

Weight: 

163 lbs 

Hometown: 

Acapulco, Mexico 

Favorite Attack: 

Jalapeno Comet 

Personality Profile: 

Ultra-macho ladies’ 


man. 


Height: 

6’2 

Weight: 

280 lbs 

: Hometown: 

Unknown 

Favorite Attack: 

Slam Stand 

Personality Profile: 

Nothing survives 


the Scorpion's 


sting._ 
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This is the character you start the 

game as. In addition to _ 

being a swordsman, he ■ 

also likes fishing. HM 


SQUARE SOFT 


Transform into a ‘Dragon: 

Later in the game, the hero can transform into 
■■■■H the most powerful I . 
WwjfU fighter in the game: d jm t 

a fearsome dragon JPragra 
loaded with attacks. ^ *** 


Nina has excellent White 

"Magic abilities, but __ 

her attacks are a 
bitweak. 


You can save up to three 
games, and also dupli¬ 
cate current adventures 
and delete them. The 
buttons have different 
functions depending on 
the area you are in. 


Pad: Moves 
members. 
Select: Status 
Start: Map 
A: Select Op. 
B: Cancel Op. 
X: N/A 
Y: N/A 
R: N/A 
L: N/A 


A hustler, he has excellent under 
. water magic abilities, ____ 
k. but they are useless KJpt^ 
i while on land. [I 


You can 
also use 
the 

Control Pad 


through 

different 

options. 


The Dragon Clan has 
used its powers to main¬ 
tain peace for 1,000 
years. However, Tyr, the 
evil sorceress, broke the 
clan into two factions, 
Dark and Light Dragons, 
each trying to destroy the 
other. One of the Light 
Dragons must destroy 
Tyr, and with the help of 
his friends, bring peace 
to the land. He must find 
six Goddess Keys. 


Hero of the People in the Woods, Bo is a skilled 
archer and can kill animals along the 
way for meat or antlers “He is also one 

of the “merge” characters. j; - 


[s/\AA^ 


By pressing START while traveling across the 
land, you can access the Main Area Map to 
see where you are. The object is to get all six 
Goddess Keys so you can confront the ulti¬ 
mate evil. You must also collect your com¬ 
rades along the way—some are hard to find. 


I. Camion 
% ‘Romero 


Town 
‘1 Arad 

B. Bleat 

C. A aria 
‘D. Trima 

Tun tar 
Tantar 
Q. 1 1 mlan 


At Cant 

CjUSt 

Oi Spring 
T. Carmen 
Q. Scande 


TLACES TO GO 

‘The Inn: 

For a price, you can stay the A 
night. AH Health and Magic 2! 


There are six keys 
you must find to 


STORY 
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Known as the Snake Lady, Bleu 
has several powerful 
SHE spells. Her basic attacks 
and defenses are weak. 


&'vVV 


Ox smashes or moves rocks and 
other large obstruc- 
lions with his 
awesome strength. 


He opens locked doors and has 
the magieaI ability to 
merge characters into a 
lJE powerful new one. j 


Karn can merge with Gobi, Ox, 
and Bo to form a super power- 

fu! dragon. He _ 
can also merge 
yp with the charac- 
ISSllill ters individually 


You can go into combat 
any time while wander¬ 
ing, When you do have 
to fight, you will have 


There are several 
enemies, varying 
in power. 
Whenever you 
defeat an enemy, 
they will leave 
Experience Points 
or gold that will 
make you more 
powerful. 


SWORD: 

Do standard 
attacks. 


SHIELD; 

Enables 

defenses 


MAGIC: 
Pick a spell 
to use, 


MQU%W$£MLlTp 

As you wander about the country 
side, you will encounter several 
forms of wildlife. So is the only 
one who can kill wildlife with his 
bow and arrow. Killing wildlife ca : 
give you meat or antlers. 
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The hideous 

Chihuahua’s basic attack is to 
slap his enemies. You must be 
close to do real damage. Ren’s 
power move is a huge flying fisl 
that shoots toward his enemies 
and smashes them. 


At the Options Screen 
enter the symbols to the 
secret passcodes. They 
take you to the different 
levels. By doing this, it 
changes the game play 
in other ways as well. 


The dumb cat spits out 
hairballs at his enemies, 
which you can per- c\ 
form from a dis- ^ 
tance. Stimpy’s 
power move is a 
huge hairball. 


Pad: Move 
Player 

Select: Use Item 
Start: Pause 
A: Crawl 
B: Jump 
X: N/A 
Y: Attack 
R: Run 
L: Run 


The con¬ 
trols of the 
game are 
very easy 
to get used 
to with the 
character 
you play as 


Here are some items you should look 
for in your long and adventurous quest 


Yes, ALL kids love 
Log. Be sure to grab 
Log when you see it, 
for it will take you to 
different mini-games 


Allows 
you to cut 
through 
certain 
walls. 


More 
money 
means a 
better 
ending! 


Logs chase 
you around 
a maze as 
you collect 
money and 
food. 


Muddy Mudskipper is 
giving away a free time 
machine. All Ren and 
Stimpy have to do is col¬ 
lect 47 million Gritty Kitty 
proofs of purchase. To 
do this, they must travel 
through different loca¬ 
tions picking up yellow 
Gritty Kitty bags and 
avoiding enemies. It’s up 
to you to help Ren and 
Stimpy win the prize, 
Happy, happy! Joy, joy! 


You must 
collect all 
of the 
proofs of 
purchase. 


Grabbing 
the food 
will 
restore 


Use the 
key to 
open 
locked 


Allows 
you to 
walk up 
certain 


the Log 
Invaders in 
your trusty 
spaceship. 


™1994 Nickelodeon, Nickelodeon. The Ren & Stimpy show and all related characters and items are 
trademarks owned and licensed for use by Nickelodeon, a programming service of Viacom International Inc 


OPTIONS 


CONTROLLER 


STORY 
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In the city, col¬ 
lect Gritty Kitty bags 
while avoiding falling 
walruses, flying sea 
gulls, and Crockastimpies. Be sure to look 
out for the Happy Helmets on the ground. 
If you pick one up, you can fight enemies 
or pick up objects. Many special items 
and money bags are hidden here. Defeat 
the Zookeeper to get to the next level. 





Use the hammer to break the helmet. 
Fight the Zookeeper, who is trying to 
knock you senseless by hitting you 
over the head with his net. 







After defeating 
the Zookee P er you 
receive enough proofs 
of purchase to earn a 
time machine. Ren steers the time 
machine as Stimpy fires the toast 
weapons. Pick up money as well as pizza 
and Gritty Kitty to use as fuel. Use the 
weapons to destroy mosquitoes, hour¬ 
glasses, and other obstacles. 



You must have a real trigger finger in 
order to survive space madness. Only 
the best cadet can complete this 
tricky mission. 


FPpj 

iWli 





Make your way 
through the grave¬ 
yard, into the mau¬ 
soleum, and back out of 
the graveyard. Avoid or attack the 
ghosts, bats, and ghouls. Holes in the 
wails can be opened by attacking coffins. 
Search for and attack Muddy Mudskipper 
icons in order to decrease the 
percentage of Muddy Contamination. 



Things that go bump in the night 
surround your every move as you try 
to get to the time machine which will 
take you to the next level. 
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Ryo Sakazaki’s kid is really Takuma Sakaza 


oath some slime to 


Vj 4rJ 


IF HI: »iiri on something 
abbot Jeff bogoro. 


I DIDN’T HUNT TO KIU JEFF 
DOT GEESE NOD TOKEN VURI 
HOSTAGE 


000. IT’S OK. 

DLL 11E GORE ABOUT IS THAT 
you’RE OLIVE OHO IIEU 


The Story Continues... 

It’s not over yet! There are 
more challenges ahead 
with the new Neo»Geo 
sequel Art of Fighting 2! 
And you thought Geese 
was gone... 


VOO IIOHT TQ FIGHT? 

nt' nr r■ | up 

BUI Vfm‘0 BETTER UftTCH OUT! 


T0KUH0 HANDED OVER HIS 
POSITION OS KARATE HOSIER 
TO RVO. 


CONTROL. PRO ♦ 

BUTTON SENPJ ATTACK 






Epilogue: 

Alter Yuri is safe, Robert 
and Ryo decide to fight it 
out once and for all and see 
who is the real master. All 
seems well tor now but who 
knows what’s in store? 


Stay Tuned 

Let the credits roll! You can 
see how to do a character’s 
Ultimate Counter Attack! 
These can only be per¬ 
formed with 25 percent or 
less life in the meter! 


Don't Do It Brother! That Nan li Our. 

That Man Is Our..." 


STOP. ROBERT 1 


lip ‘fr’ih h i jii'iK irr unrii 


sister, Yuri lias been kid¬ 
napped! Ryo and friend, 
Robert, must fight their - 
way through South 
Town facina I fie most i 


ki—Ryo’s long-lost father! If 
seems fakuma was heavily 
in debt until he started 

r -v 

working for Fatal Fury 


VURI, ARE VBU ALRIGHT? 
I HAS REALLY UQRRIED 
ABOUT you. 


Town faninn the most i ' archfoe Geese 

Howard! After defeat- 

vjv.t .iv,, - ing Takuma all is for- 

er, the last fighter, Mr. given—at least for now! Yet 

Karate, seems to have the the battle continues on the 
same fighting abilities as Neo*Geo with Art of 
Ryo. As it turns out, Karate Fighting 2! Will il ever end? 
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\ifV 


Take on the mysterious 
Mr. Karate , the last fighter! 


Defeat Mr. ;Karate and tet the 
cinemas roll! 
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goal is to preserve classic video game magazines 

they are not lost permanently. f 


so 


ping out in any cap 
visit us at www.retromags.com. 
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i scans, nor do we offer 
publishers themselves. 
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